We claim: 

1. A gaming system for implementing a coinless gaming environment, said 
system comprising: \ 

a central processing system including a memory having a plurality of memory 
locations identified by a unique address; 

a permanent coded media haviiw encoded thereon only a unique identifier, said 
identifier corresponding to said unique aadress in said central processing system memory; 
and \ 

a plurality of gaming machines having an input for accepting said permanent coded 
media and an output for distributing said cAed^iedia; 

wherein said gaming machine input accepts said coded media, reads said unique 
identifier, and transmits said identifier to saMcentraVprocessing system; 

wherein said central processing systemlaccepts said transmitted code and accesses 
data in said central processing memory; and I 

wherein upon completion of a play said central processor stores in said memory data 
associated with said play and said gaming machines dispenses a coded media having said 
unique identifier associated with said memory location encoded thereon. 

2. The gaming system as recited in claim 1, wherein said encoded media is a 
gaming coupon. \ 

3. The gaming system as recited in claim 2, wherein said encoding is abar code. 
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4. The gaming system as recited in claim 1, wherein said plurality of gaming 
machines further include an input for accepting currency and transferring a signal representing a 
value represented by said currency to said central processing system. 

5. The gaming system as recited in claim 1, wherein said data stored in said 
central processing system memory includes an amount of credit. 

6. The gaming system as recijed in claim 5, wherein said data further comprises 
player demographic data. 1 

7. The gaming system as recited in claim 1, wherein said encoded media is a 
magnetic stripe card. I 

8. The gaming system as recited in claim 1, wherein said encoded media is a 
smart card. / I \ 1 

9. The gaming system as recited in claim 1, wherein said gaming machines 
further include a gaming credit display, said gaming credit display displaying an amount of credit 
associated with said unique identifier on said encoded media. 

10. The gaming system as recitedlin claim 1 further comprising a plurality of 
change machines, said change machines having \ 

an input for accepting currency and saifl encoded media; and 

an output for distributing said encoded media and for distributing currency; 

wherein said change machine input accents currency, transmits a signal representing 

value represented by said currency and returns eroded media having encoded thereon said 

unique identifier; and \ 
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wherein said change macnine input accepts said encoded media, reads said unique 
identifier and transmits a signal repf esenting said unique identifier to said central processing 
system. 

11. The gaming system &\r^cited in claim 10, wherein said encoded media is a 
gaming coupon and said encoding is a bar ^og v , 

12. The gaming system as re&ited in claim 11, wherein said plurality of change 
machines are remote from said plurality of gaming machines. 

The gaming system as recited in claim 11, wherein said plurality of change 
machines are indeflporated into said plurality of gaming machines. 

14. A gaming system fonimplementing a coinless gaming environment, said 
gaming system comprising: \ 

a central processing system having a processor and a memory having a plurality of 
memory locations identified by a unique Vddress; 

a gaming coupon having encoded tthereon only a unique identifier, said identifier 

corresponding to said unique address in saio^entral processing system memory; and 

\ 

a plurality of gaming machines haVing Jin input for accepting said gaming coupons 
and for accepting currency and an output 1^3^ said gaming coupons; 

wherein said gaming machine input accepts said gaming coupons, reads said unique 
identifier, and transmits said identifier to said central processing system; 

wherein said gaming machine input accepts said currency, and transmits value 
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represented by said currency to said central processing system; 

\ 

wherein said central processing system accepts said transmitted unique identifier and 

\ 

accesses data in said central processing memory; an(i 
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wherein upon completion of a play said central processor stores in said memory data 
associated with said play ancnsaid gaming machines dispenses a gaming coupon having said 
unique identifier associated with said memory location encoded thereon. 

15. The gaming system as recited in claim 14, wherein said data stored in said 
central processing system memory includes an amount of credit. 

1 6. The gaming system as recited in claim 1 5 , wherein said data further comprises 
player demographic data. 

17. The gaming system! as recited in claim 14 further comprising a plurality of 
change machines, said change machines having 



an input for accepting currer 



r and said gaming coupons; and 



an output for distributing said gaming coupons and for distributing currency; 
wherein said change machine ihputj^epts currency, transmits a signal representing 
value represented by said currency and \ eturns said gaming coupons having encoded thereon 
said unique identifier; and 

wherein said change machine inbut accepts said gaming coupons, reads said unique 
identifier and transmits a signal representing said unique identifier to said central processing 
system. 

18. The gaming system as recited in claim 17, wherein encoding is a bar code. 

19. The gaming system as recited in claim 18, wherein said plurality of change 
machines are remote from said plurality of gaming machines. 

20. The gaming system as recited\n claim 19, wherein said plurality of change 
machines are incorporated into said plurality of gaming machines. 
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21. A gamMpsystem for implementing a coinless gaming environment, said 
gaming system comprising: 

a central processing sys^bijrk said central processing system including a memory 
having a plurality of memory location^identified by a unique address for storing value; 

a plurality of gaming machines; 

a plurality of change machines, said clWige machines having an input for accepting 
currency and for accepting gaming coupons, andean output for distributing said gaming 
coupons and for distributing currency; 

wherein said change machine input accepts currency, transmits a signal representing 
value represented by said currency and returns said gaming coupons having encoded thereon 
said unique identifier; and 

wherein said change machine input accepts said gaming coupdns, reads said unique 
identifier and transmits a signal representing said unique identifier to said\entral processing 
system. 



22. The gaming system as recited in claim 21, wherein said encoding is a bar 



code. 



23. The gaming system abWited in claim 22, wherein said plurality of change 
machines are remote from said plurality of gaming machines. 

2V The gaming system as recited in claim 22, wherein said plurality of change 
machines are incorporated into said plurality of said gaming machines. 

25 . \ The gaming system as recited in claim 22, wherein at least one of said change 
machines is incorporated into at least one of said plurality of said gaming machines. 
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26. A gaming system for implementing a coinless gaining environment, said 
gaming system comprising: \ 

a central processing system, said central processing system including a memory 
having a plurality of memory locations identified by a unique identifier for storing value; 
a plurality of gaming machines; and 

a plurality of change machines,! said change machines having a first input for 
accepting currency, a second input for accepting said gaming coupons, an first output for distributing 
said gaming coupons and an second output for distributing currency; 

wherein said change machine inputlaccepts currency, transmits a signal representing 
value represented by said currency and rerains 3aid gaming coupons having encoded thereon 
said unique identifier; and [ I 

wherein said change machine irtout kcgefrfs said gaming coupons, reads said unique 
identifier and transmits a signal representing said unique identifier to said central processing 
system. \ 

27. The gaming system as recited Vn claim 26, wherein said encoding is a bar 
code. \ 

28. The gaming system as recited in claim 27, wherein said plurality of change 
machines are remote from said plurality of gaming machines. 

29. The gaming system as recited in claim 27, wherein said plurality of change 
machines are incoraorated into said plurality of said gaming machines. 

30. ^VTne gaming system as recited in claim 27, wherein at least one of said change 
machines is incorporates! into at least one of said plurality of said gaming machines. 
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31. A gaming system Vor implementing a coinless gaming environment, said 
gaming system comprising: \ 

a central processing system Iraving a processor and a memory having a plurality of 
memory locations identified by a unique address; 

a gaming coupon having encoped thereon only a unique identifier, said identifier 
corresponding to said unique address in said central processing system memory; and 

a plurality of gaming machines having an input for accepting said gaming coupons 
and for accepting currency and an output for distributing said gaming coupons; 

a plurality of change machines, said change machines having an input for accepting 
currency and for accepting gaming coupons, and iffb^jput for distributing said gaming coupons and 
for distributing currency; / 1 

wherein said change machine input accepts currency, transmits a signal representing 
value represented by said currency and returns said gaming coupons having encoded thereon 
said unique identifier; \ 

wherein said change machine input accepts said gaming coupons, reads said unique 
identifier and transmits a signal representing said unique identifier to said central processing 
system; \ 

wherein said gaming machine input accepts said gaming coupons, reads said unique 
identifier, and transmits said identifier to said central processing system; 

wherein said gaming machine input accepts said currency, and transmits value 
represented by said currency to said central processing system; 

wherein said central processing system accepts said transmitted unique identifier and 
accesses data in said central processing memory; and 
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wherein upon completion of a play said central processor stores in said memory data 
associated with said play and said gaining machines dispenses a gaming coupon having said 
unique identifier associated with said memory location encoded thereon. 

32. The gaming system as/l^ited in claim 31, wherein said encoding is a bar 

code. 

33. The gaming system as^te^Lled^rtTclaim 32, wherein said gaming machine 
output includes a bar code printer. 

34. The gaming system as recited in claim 33, wherein said plurality of change 
machines are remote from said plurality of gaming n^chines. 

15. The gaming system as recited in claim 33, wherein said plurality of change 
machines are inccmorated into said plurality of said gaming machines. 

36. A The gaming system as recited in claim 33, wherein at least one of said change 
machines is incorporated into at least one of said plurality of said gaming machines. 

37. A method for implementing a coinless gaming environment, said method 

comprising: 

establishing a central memory having a plurality of memory locations identified by 
a unique address; 

accepting currency from a player; f ^ 

transmitting a signal representing \^lue^epresented by said currency to said memory; 
storing said value in said memory aiMie j |Uiriimg a unique address from said memory; 

\ 

generating a gaming coupon having only said unique address encoded thereon as a 
unique identifier; and 

distributing said gaming coupon to said player. 
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38. The method for implementing a coinless gaming environment as recited in 
claim 37, wherein said gaming coupon encoding is printing a bar code on said gaming coupon. 

39. A method for implementing a coinless gaming environment, said method 

comprising: 

accepting a gaming coupon having k ii^ii4 ue identifier encoded thereon from a player; 
reading said unique identifier on said gaming coupon 

accessing credit data stored in a memory location corresponding to said unique 
memory identifier; and 

distributing currency equal to said accessed Vredit data to said player. 

40. The method for implementing a coinless gaming environment as recited in 
claim 39 furtheAj|Wprising deleting said credit data in said memory location after accessing the 
data. 



41. The method for implementing a coinless gaming environment as recited in 
claim 39, wherein said reading of said unique identifier includes scanning a bar code. 

42. A method for implementing a coinless gaming environment, said method 

comprising: 

accepting a gaming coupon having a unique identifier encoded thereon from a player; 
reading said unique identifier on saiWqmingxoupon; 

accessing credit data stored in a memoiy location corresponding to said unique 
memory identifier; and 

providing said player with credit equal to saiM accessed credit data. 



659652.1 



23 



\43. The method for implementing a coinless gaming environment as recited in 
claim 42 furthencomprising deleting said credit data in said memory location after accessing the 
data. 

44. The method for implementing a coinless gaming environment as recited in 
claim 42, wherein said reading of said unique identifier includes scanning said bar code. 

45. A method for implementing a coinless gaming environment, said method 

comprising: 

establishing a central memory having a plurality of memory locations identified by 
a unique address; 

accepting currency from a player; 

storing said value in said memory indteturning a unique address from said memory; 

generating a gaming coupon having o^ly said uijique address encoded thereon as a 
unique identifier; 

distributing said gaming coupon to said player; 

accepting said gaming coupon having a Unique identifier encoded thereon from said 

player; 

reading said unique identifier on said gam&ig coupon; 

accessing credit data stored in a memory \ocation corresponding to said unique 
memory identifier; and 

providing said player with credit equal to said Accessed credit data. 

The method for implementing a coinles^ gaming environment as recited in 

45 furtherVc^ 



claim 
data. 



lprising deleting said credit data in said memory location after accessing the 
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> &- > 47. The method for implementing a coinless gaming environment as recited in 
claim 46, wherein said gaming coupon encoding is pointing a bar code on said gaming coupon. 

48. The method for implementing a coinless gaming environment as recited in 
claim 47, wherein said reading of said unique identifier includes scanning said bar code. 

49. A method for implementing a coinless gaming environment, said method 

I 

comprising: 

accepting a gaming coupon having a unique identifier encoded thereon from a player; 
reading said unique identifienon said gaming coupon; 

accessing credit data stored in\a memory location corresponding to said unique 
memory identifier; and 

providing said player with credit eq\ial to said accessed credit data; 
deleting said credit data in said Aaemdry location after accessing the data; 
maintaining an accounting of said player's credit; 

upon completion of play, storing said crediiyaccounting in said memory and returning 
a unique address from said memory; 

generating a gaming coupon having only saidWque address encoded thereon as a 
unique identifier; 

distributing said gaming coupon to said player. 

50. The method for implementing a coinless gaining environment as recited in 
claim 49, wherein said gaming coupon encoding is printing a bar codevon said gaming coupon. 

0*^/* ^ ^he method for implementing a coinless gaming environment as recited in 
claim 47, wherein said reading of said unique identifier includes scanning said bar code. 
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52. £ method for implementing a coinless gaming environment, said method 

comprising: 

accepting a permanently coded media having a unique identifier encoded thereon 
from a player; 

reading said uniqite identifier on said coded media; 

accessing credit dat\ stored in a memory location corresponding to said unique 
memory identifier; and 

providing said player wifh credit equal to said accessed credit data; 
deleting said credit data in \aid memory location after accessing the data; 
maintaining an accounting oil said player's credit; 

upon completion of play, storirjg^i^ credit accounting in said memory and returning 
a unique address from said memory; 

generating a second coded me^ia ftaving o^ly said unique address encoded thereon 
as a unique identifier; 

distributing said coded media to said flayer. 

53. A method for implementing a coinless gaming environment, said method 



comprising : 



accepting a gaming coupon having a unique identifier encoded thereon from a player; 

\ 

reading said unique identifier on said gamingxoupon; 
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accessing credit data stored in a memory location corresponding to said unique 
memory identifier; and 

providing said player with credit equal to said accessed credit data; 

\ 

deleting said credit data in said memory location aftei\accessing the data; 
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niaintaining an accounting of said player's credit; 

upomcompletion of play, storing said credit accounting in a different memory 
location and returning a unique address from said memory; 

generating^ second said gaming coupon having only said unique address encoded 
thereon as a unique identifier; 

distributing saia second said gaming coupon to said player. 

54. The method for implementing a coinless gaming environment as recited in 
claim 53, wherein said gaming coupon encoding is printing a bar code on said gaming coupon. 

55. The method mr implementing a coinless gaming environment as recited in 
claim 54, wherein said reading of saidVinique identifier includes scanning said bar code. 

56. A gaming machink for implementation in a coinless gaming environment, said 
gaming machine comprising: / \ M 

a processor; \ \ > 

an input for accepting a pefrirainent coded media having encoded thereon only a 
unique identifier; and \ 

an output for generating said codeckmedia; 

wherein said gaming machine input Vccepts said coded media, reads said unique 
identifier, and transmits said identifier to a central processing system; and 

wherein upon completion of a play said gaming machine dispenses said coded media 
representing an amount of value accumulated by a player. \ 

57. The gaming machine as recited in claim 56, wherein said coded media is a 
gaming coupon. \ 



659652.1 



27 



The gaming machine as recited in claim 57, wherein said encoding is a bar 



code. 



59. \ The gaming machine as recited in claim 56, wherein said output includes a 
bar code printer. 

60. The gaming machine as recited in claim 56 further comprising a display, said 
display for visually indicating an amount of credit retained for a player. 

61 The gaming machine as recited in claim 56, wherein said coded media is a 

smart card. 

62. The gam\pg machine as recited in claim 56, wherein said coded media is a 
magnetic stripe card. 

63 . A gaming machine for implementation in a coinless gaming environment, said 
gaming machine comprising: 



a processor; 

an input for accepting a p^rman^it coded media having encoded thereon only a 
unique identifier; 

an input for accepting currency and 
an output for generating said cooed media; 

wherein said gaming machine input accepts said coded media, reads said unique 
identifier, and transmits said identifier to a central processing system; 

wherein said gaming machine input aopepts currency and credits a player account 
with the amount represented by said currency; and 

wherein upon completion of a play said garAing machine dispenses said coded media 
representing an amount of value accumulated by said playe^in said player account. 
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The gaming machine as recited in claim 63, wherein said coded media is a 



gaming coupon. 



65. \ The gaming machine as recited in claim 65 , wherein said encoding is a bar 



code. 



66. Th^gaming machine as recited in claim 63 , wherein said output includes a 
bar code printer. 

67. The gaining machine as recited in claim 63 further comprising a display, said 
display for visually indicating aui amount of credit retained for a player. 

68. The gaming machine as recited in claim 63, wherein said coded media is a 

smart card. 

69. The gaming ma^fin^aj recited in claim 63, wherein said coded media is a 
magnetic stripe card. 

70. The gaming madjoin^ as recited in claim 63 , wherein said input is a combined 
bar code reader and currency reader. 

71. A change machine for irAplementation in a coinless gaming environment, said 
change machine comprising: 

a processor; 

an input for accepting a permanent\coded media having encoded thereon only a 
unique identifier; 

an input for accepting currency; 
an output for generating said coded medisfe and 
an output for distributing currency to a plaw; 
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wherein said change machine input accepts said coded media, reads said unique 
identifier, and transmits saidYdentifier to a central processing system; 

wherein upon rebeipt of said coded media, said change machine dispenses currency 
equal to an amount of value accumulated by said player in a player account. 

wherein said changAmachine input accepts currency and credits said player account 
with the amount represented by saidWrrency; and 

wherein said change machine dispenses said coded media representing an amount of 
value accumulated by said player in saia player account. 

72. The change machines recited in claim 71, wherein said coded media is a 



gaming coupon. 

73. The change mac 

code. 



ine as recited in claim 72, wherein said encoding is a bar 



74. The change machine as recited in claim 7 1 , wherein said output includes a bar 

code printer. 

75 . The change machine as recked in claim 7 1 further comprising a display, said 
display for visually indicating an amount of credit retained for a player. 

76. The change machine as recite^ in claim 71, wherein said coded media is a 

smart card. 

77. The change machine as recited \\ claim 71, wherein said coded media is a 
magnetic stripe card. 

78. \ The change machine as recited in claim 71 wherein said input is combined 
ar code reader and cuicrency reader. 
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